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In each of the four worlds there are four levels or stages. They are as follows: | 


1. GREEN Garoen (First Platform 
World) 


2. Buue Resort (A Water-Based City) 
3. Reo Mountain (A Lava World) 
4. Wine Ice (An Ice World) 


The stages in each world are broken up consistently: the first stage is a stan- 
dard platform area, the second world is a sub-boss, the third is a platform 
area, ond the fourth is a World, or Final, Boss for that World. 


With that said, it's time to begin your journey. 
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Gus 


Before you get storied, you need to leam the basics of gameplay in Bomberman 64. No just your typical run and 
Jump stufi—-rcu need to master tne art of throwing and kicking bombs, building bridges, and pumping up bombs 
omong othor things 


Are you ready? Thon read on! 


There are many techniques that are special to Bomberman 64 that simply werent as embedded in the other 
gomes. These techniques are essential to the game and, once mastered, will greatly improve your ability so move 
through each of the many levels. Unfortunately, mastering the bosic techniques is more of an ort than a scienca, and 


ey dr hy no f sro oach im 
THROWING 


‘The ever-necessary throwing technique is os cosy as avor. This technique is used ever and over again throughout 
‘the entirety of the game, and in some cases works better thon kicking, although in other cases it doesn't. 


TO THROW A BON: Aim the direction You want the bomb Jo go and press B. 


STOPPING BOMBS 


There is now a way to stop bombs anywhere you want them fo stop offer kicking them. its easy, 100. 
Kick a bomb ond then press the Right Shit button to stop it. This wil work anywhere, 


STOPPING BOMBS: To stop o bomb eher f been kicked, press R Shit 


BLOCKING 


In fhe multiplayer mode, you can block o bomb thats thrown at you. Pick up a bomb and then face the 
thrower. When the bomb is thrown ot you, il bounce right of your bomb, leaving you in the porfect posi- 
fion to attack your foe, 


BLOCKING: With a bombin your possession, tace your aftacker ond jet e 
bomb bounce off your bomb. 


BRIDGE BUILDING 


This is one of the more dificult techniques in the game. There are many areas that don't seem to be 
reachable in Bomberman 64. The trick is, almost everything is reachable; you just need te figure out how to 
{get there, Bridge bulding is the technique of laying down a row of bombs, climbing 1o a higher point and 
‘then jumping down onto the bombs fo get fo your desired point. You con use big or small bombs to do it 
¡and though is possible to use non-fimed bombs, is prety sily. Stick to Timed Bombs to make bridges. 
There are usually many ways to reach seemingly unreachable spots, and depending on the spot, small or 
large bombs will work. Each situation is diferent, so approach each one differently. 


BUILDING BRIDGES: Uso Timed Bombe to accoss soomingly unreachable 
areas or objects, 


LADDER BUILDING 


Ladder building is c more sophisticated process than the Bridge Building technique. Building ladders 
‘enables you to reach oreas that are higher than the point you're presently standing on. Say for instance: 
‘there are three different platforms, each c different height. The platlorm you're on i the middle height, the 
platform you need to reach is at the highest, and the area in between is the lowest. You would pump up 
‘enough bombs, say three to create a bridge, ond then throw a fourth fo land on the farthest bomb fossum- 
ing c walls to keep it from bouncing away}. Once the fourth bomb is there, you would then jump onto the 
row of bombs and they would propel you onto the fourth bomb, which would then launch you onto the 
highest platform. You need to practice this technique fo make it work right, because # simply doesrit always 
Work right. and it can be extremely frustrating, I is also extremely helpful and c definite must to finish oll of 
the levels. 


LADDER BUILDING: Use Pumped-up Bombs to creates ladders. 
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Step away from a bomb after you've thrown or kicked it; if not, the blast will take. 
You down instead of your fool | 


Press A and B simultaneously to pick up a bomb, or walk up to any small bomb and 
press B. Press A repeotediy to increase the size of your bomb to about four times its 
original size. 

Many objects in the environment are destructible. Try to blow up everything around | 
you like walls, bridges, all creatures, vases, and so on. 


In this stage, there is a river on both sides, one has flowing water while the other 
doesn't. You are safe H you fall into the flowing river, which carries you back to the 
starting point. (In fact, it's faster than walking back!) 


‚After collecting the fourth Gold Diamond, stand on the gray square to slow down the | = 
river. 


Mos 


I takes o hits or ons big bomb] to destroy this creatura, and when te eliminare, 
1 provides tha pink heart f He and on extra lfe. This werd Nerlie creature falows 
you once f senses your proeonco, co fg bast 1o destroy I! quy. 


REO INANRY | 


A slow, mosty harmless creature, t has no fancy moves and one regular | 


bomb can take core ofi I provides one Blue Gem, 


SPINNING TOP 
IN cry takes one bomb f» destroy ths creature and i also provides one Blue 
Gem. 

BT 
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A Toad con be eliminated using the tradiionol fashion, but is easier 10 ll by 
ü ‘throwing bombs on its head. which causes it h Df i two. When this occurs. 
f throw another bomb onits heod to get one Blue Gem 


FALCON 


An onnoying and werd inte bid. kes one bomb to eliminate a Falcon, This 
be cen may or may rd provide one Blue Gem. 


aM moo che 


There are two areas within the first stage of the game that are separated by a giant, 
but harmless, dragor's mouth. Within each area, Bomberman must do what he does best: 
Blow up stuff so he can recover gems and extra lives so he can further his quests. 


In this stage, Bombermon must locate four areas, each discernible by a glowing, green 
light. By locating these creas, Bomberman will free the giant gem that's being held captive. 


First, lets collect a few goodies, shall we? Directly in front of Bomberman are two rows 
of planters, or vases, three in each row. Each planter is destructible, so plant a few bombs. 


nearby and grab the flames and extra bombs. Look to your right to see a large, brick cage 
with a staircase on one side. Examine it closely and find the side with a slat under it. From 
here, locate the two beams that hold up the cage roofing. Line up with the beams and kick 
o bomb toward each beam to blow them up. 


Aftor you've destroyed each beam, the cage will foll 
down and a green, glowing area will ight up. Now go up 


‘the stairs, step down, and stand on the glowing area. 


A nice animated 

sequence shows one 

IB of the four bolls sur- 
rounding the giant 
‚gem disappear. Only 
three more to go! 


Now ifs time to get the Timed Bombs. Place a bomb 
in front of the dragon’s mouth and take a few steps 
back, When the bomb blows up, the dragon's mouth 
opens. When you enter the mouth, you are transported to the other side, which closely 
resembles the first side. 


After exiting the dragon's mouth, walk to the opposite side of this area, Here you will see 
a planter under the second story. Blow up this planter to get a special bonus, one that 
enables you to sat fime limits on your bombs (Timed Bombs). 


There's another one located on the second story across the room (near the dragon’s 
mouth). To get this one, ploce some bombs amongst the obstacles that lead up to the stairs 
and jump until you reach the staircase, 


‘Ascend the first staircase ond hop to the next one. The 
"E BA) high vase will turn into a Timed Bomb when it is destroyed. 


While standing with the dragon to the left, the second 
glowing, green area is located across the room. Walk tor- 
ward ond step onto the platform in front of you (now you 
should be able to see 
tho glowing gem and 
the remaining two 
balls) while keeping 
the river to your left. Now step under. 
‘the bridge on the far side of the area 
for the second green, glowing area. 
Two more to go. 
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With your back to the wall, tum left and walk fo the other side of the island. By taking 
a few stops forward, a small construct with two staircases should be in sight. Walk up and 
stand on the glowing, green arec. One more! 


Now its time to return to the fist area. After exiting 
the drogon's mouth, turn left. Underneath the bridge is 
> the lost glowing area. Stand in it and you're free to go. 


But wait! There are 
plenty of things to do 
In this level, ond we've 
hardly scratched the 
surface. Did you notice 
‘the columns with blue 
asterisks on the top of them? Each one acts as a portal 
‘and there are three in this level alone; however, you'll 
neod to build a bomb bridge to reach each one. 


Return to the beginning of this stage and locate the blue portal on the column near the 
caged area. By using three giant bombs and two others, you can bounce up to the col- 
umn. A successful bounce onables you to collect a Gold Diamond and loads of Blue and 
Red Gems. 


The next portal is nearest the last glowing, green 
‘area you found near the construct that resembled an 
island onto itself. With the "island" in front of you, walk 
to the right to the lowest platform and create three 
lerge bombs. Then throw one large one on top of the 
third bomb, or the one closest to the construct. 


When you've 
gained entrance to 
this “new” area, use 
bombs to bounce your way over the lip of the stairs and 
down to the lower level. Blow up the blocks to collect 
gems and the Megabomb. Now take the stairs back to 


the portal. 


The third portal is located on the other side of the dragon's mouth, but this fime you 
need to slow down the river to get there. Look for the path that crosses the river; however, 
you'll notice that it is blocked by a giant blue column. Usa the Megabomb to blow it up, 
‘and then stroll on over to the other side. 


Stand on the gray square to slow down the flow of the 
river. Now walk up the steep ledge nearest you and 
throw a bomb at the floating stone to collect a gem. 
Walk across the bridge 

‘and create a ladder of 


bombs so you can 


jump across the river. 

| You can use just two 
large bombs to. 
‘accomplish this task. 


Once inside, you'll see a singke cube—this gives you 
access to another Geld Diamond. 


Blow up a few. | 
cubes to clear your 
path ond locate the 
stuircose leading 

upward. As you walk 
up the stairs, make 
sure the stream of 
water runs parallel to 
your path on the right; 
Toke this path until you can walk no further. Blow up the 
stone at the end, and collect the ULTIMATE BOMBERMAN pioco. 


You're done, partner! Jump into the stream and go. 
with the flow. Cross through the dragor's mouth and 
walk up the stairs to 

reach your final 
destination, 


a There's one sure-fire way to defeat this guy: Avoid its 


bombs at all costs and surround it with yours. In reality, the. 


Your fighting arsenal consists of as many as eight 
bombs, and you con Kick, throw, or surround it with 


Run toward your foe, surround it with bombs and then 


run away. Successfully follow this strategy, and after you 
damage the boss just two or three times, it gives up and. 
flies away. 
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This level contains Launch Elevators. Activate these by kicking a bomb into the slot 
underneath it, and then standing on the platform. When the bomb goes BOOM, it's 
up, up, and away! 


Use small bomb bridges to reach seemingly unreachable areas. 
Keep a close eye on the smiling bird and notice where it puts your Blue Gem next. 


To hit the floating cubes in the sky, you need to run, throw the bomb, and then deto- 
nate it when it’s near the cube. 


RE INFANTE 


‘Slow moving, but so reo! rect: they Just get in the way, i fakes one bomb Io 
hen Theyre usually worth one Blus Gam. 


BILE RAZOR INFANTRY 


Psyche when activated and more dangereus than almost any ofthe other stan- 
‘dard infa. They have one razor in each hand ond reach high speeds, ond 
(ore somewhat unprodictabl in movement. 


“SPINNING TOPS 


Takas ono bomb to dasroy; also provides one Blve Gem. 


FALCON 


‘Annoying and werd litle bird. Takes one bomb fo destroy; may or moy nc! pro- 
vida one Blue Gen. 


Ria taruct, 


In this strange world of manually explosive elevators and strange birds, one particularly 
range bird continues to fake away the large Blue Gem you're trying to get your hands on. 
As soon as you corral the gem, this crazy bird takes it away (as many as three times). 


The most important thing to do is watch where the. 
bird puts it the camera shows you). Thats the object of 
Stoge 3—find tho big Blue Gem! 


Begin the mission by following the path to the left and 
eliminating a few Blue and Red Infantries in the process. 
To hit the floating cubes, pick up a bomb and run toward 
the cube so that your throw has some momentum. You 
can pick up a bunch of Blue and a Red Gems while you're 
here. Then backtrack and follow the path to the right (past the path where you initially 
started), to begin a new set of activities. 


Aside from getting the Blue Gem, there's so much 
more to do. You can start by blowing up the blocks to 
your right. After doing so, turn around to see a small, 
raised platform with steps leading up to it. There is a 
single block on the left, and probably a Blue Razor 
Infantry nearby. 


If you want to get 
some Timed Bombs, 
which are vital to this 
level, you need to blow up that block. Also in this area. 
is a cleft that you can kick bombs into, Kick a bomb 
into this area, stand on the platform, and then press the 
Z trigger to jettison to the next level. 


You need to step off quickly or you'll need to perform 
this moneuver over again. 


After reaching the second story, follow the path to the drop-off location where six stones 
are located. After defeating the Blue Razor Infantry, blow up the stones and collect your 
prize—some Bluo and Red gems! 


Now drop back down and aim your sites foward the 
as yet unexplored hallway. As you walk across the 
bridge, you'll notice a gray pillar in the middle of the 
wall under the bridge. Throw a Pumped-up Bomb at it 
to make the bridge collapse. This reveals a socrot 
entrance to a portal 


The portal leads to anothor area, ond in It is the first 
secret piece that will help you acquire the ULTIMATE 
BOMBERMAN. Usa the portal and then take a deep breath—there's much to sos and do [| 
here. 


‘You'll notice a huge structure directly in front of you as you first enter the area. Around 
this structure are several paths. Choose the right path and follow it around the building. U 
you don't have a Timed Bomb go to the right, create a small bomb bridge, and take anoth- 
er right. This path leads you to a litle square peninsulo. There's a single block on this 
peninsula ond, after blowing it up, i reveals another Timed Bomb power-up. 


Continue your journey past the grassy area and the 
‘elevator square until you see o Red Infantry. Quickly take 
him out of the picture and then take a left onto the 
grass. Blow up the Blue Razor Infantry, and then scan 
‘the building for a secret entrance. 


Upon entering the secret entrance, adjust your view 
until you can see inside. There are two cubes that you 
need to blow up; one provides you with a secret 

component for the ULTIMATE BOMBERMAN piece. 


After exiting the chamber, place your back toward 
the building and take a right. Walk down the stairs onto 15 00056621 
‘the lower platform (watch out for the Red Infantry), past 
‘two staircases, and then past a rectangular gray slab, 
Walk up the other stairs, use a small bomb bridge to 
cross onto the stab, and then do the same thing to 
another siab with a staircase. 
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s Jump from the staircase over the small body of water and blow up the block to pick up o. 
Gold Diamond. (In most cases, it usually falls, so just fall with it.) Backtrack to the building 
‘ond circle it in the opposite direction (you should be moving counterciockwise). Walk over 
another launch square, down a short set of stairs, and then make a bomb bridge. Use the 
bridge to access the square peninsula that has a single square on it. Check it oui—a 
Megobomb! 


Now here's your next dilemma: How de you get fo the top? Follow this path for best 
results, Start again at the initial portal. Proceed to the right ond take the launch pad (use a. 
‘bomb to propo! you to the top). 


‘The left side of the building has a launch pad, 
too, but it doesn't go fo the very top. However, 
it you take the launch pad to the right ond. 
blow up the cube located halfway up, you 


find another Gold Diamond! 


Near the starting point in this world, you will see a 
dragon's mouth directly across from the spot you start- 
ed. Enter it and toke the first path to your left. 


Follow this path 
‘ond blow up any- 
thing in your way. 
Don't forget to col- 
lect gems, flames, 
‘ond bombs along 
the way. Many of the cubes in this area are destructible, 
but don't burn your bridges! At the end of the path is a 
Blue Razor pacing 
beneath two floating cubes. Kill him and blow them up 
to receive another Gold Diamond. 


Now return to the dragon's mouth, but don't go 
in yot! Take the for left launching elevator to the top to 


reach the big, Blue Gem. ek 


Toke out a few more Blue Razor Infantry and then 

m 00035211 + just as soon as you have the big, Blue Gem, the strange 
bird mentioned earlier in the chapter shows up and 

takes it to another location. | 


‘Take the dragon's mouth back to the beginning and 
use the launching elevator to pick up the Blue Gom 
again. 


Once again, however, the little smiling freak arrives 
‘ond almost takes away the gem for good. However, 
the gold bomber, your friend, stops your nemesis. 


‘The gem’ final resting place is located at the top of 
‘the tower courtesy of the blue portal. Go and get itt 


BLUE DRAGON 


qq... 


When battling the Blue Dragon, always aim for different body parts. 
‘When the Blue Dragon puts down its claws, it picks you up. 

Bombs con bounce off this Boss, so watch out for ones that ricochet. 
Don't throw bombs until the Blue Dragon blows fire. 


BOSS: BLUE DRAGON 


‘The Blue Dragon is not very dificult to defeat. One key to a suc- 
cesstul battle against this Boss is to wait unti t starts to blow fire 
before you throw any bombs. Plus, vary your attack pattem. Don't 
always hit the same body part, attack various parts of the Blue 
Drogor's body if you want to acquire all the Gold Diamonds, 
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Before you begin, pump up your bombs for more damage and make sure you're clear 
of any subsequent explosions. Keep an eye on the dragon when it pulls back and heads 
toward you. When this occurs, it then circles around 
you, makes a screeching noise, and then comes for- 
ward and attempts to pick you up with its talons, I 
you're standing stil, the Blue Dragon will pick you up. 
ond throw you off the bridge. 


‘Another sure sign that the dragon is approaching 
occurs when it lifts up it talons into the air. This is a defi- 
nite sign that itis about to grab you. 


{fs ben to hit the Blue Dragon on is limbs for points. 


When it approaches and then sits stil, throw a bomb 
After a successful hit to a part of its body, the 
Dragon catches fire. 


7 ‚After two hits fo the same part, it begins to 
| blacken and you're 


There is one dangerous aspect to fighting the Blue Dragon: 
When you're battling in close, it can deflect the bombs back 
at yov. 


I's best to throw bombs when you're located near the. 
de of his wingspan, rather thon too far outside it, where 


As her utero... However, these gente creatures are good 
Ives ond thus should be minoted when necessary‘ 


IHokes as many as 10 ange Bombs to destroy these things, They produce a 
fed Gem, athough theyre hardly wert they effort ond time. Theyre usualy 


Tpoucud 


like italy or Franco based on the charming music, rustic 
located throughout. 


Your goal in this Stage is to lower the bridges and cut off 
| the water supply so that you can get to the end. is, fol- 
low the tracks until you reach a series of crates. Take note 
of the large bridge 
that, at this point in 
fimo, you are Unable 
to lower, 


However, later in 
this level, you'll be 
to access this bridge using the Megabomb. Continue 
journey and ascond the stairs; take some time to look 
d while you're here. You should see a house to your 


‘and a tower to your right. 


O Remember the Buterfiies? Take out this one to gain an extra life. 


‘Toke out the trees while you're at it to pick up some Blue Gems. (Later, on your return trip, you 
can take them out again for some Red Gems!) Basically, blow up everything in sight and head fo 
the stoirs. Use a Pumped-up Bomb to lower the walkway and then take out the Green Rifle 
Infontry who's kicking two bombs. You can now easily pass through. 


Now that you've reached tho second platform, you need to first take out the trees, Why, you 
ask? To prevent those sneaky infantry from sneaking up on you. As a last step, take out the can- 


nons. 


d 
e The cannon on the far right is impossible to take out without the help of a Timed 
Bomb, so concentrate your initial efforts on the for left one, 


‘As on alternative, you can ga to the colorful planters on 
he split-level on the other side and blow them up. They 
contain the Timed Bomb power-up. 


One of the most 
sinister things you 
con do to collect 
gems is fo locato the 
open window in the 
brick houses, and 
thon throw a bomb inside. During the ensuing commo 
about 10 Infantry come fing out—each of which turn 
Blue and Red Gems! 


Before reaching the next split level, tum left and lower a 
bridge. There are two cannons here, so blow them up and 
take note of the bridge that eventually lowers. 


Now go bock and walk up the stairs, knocking out the 
Red and Green Rifle Infantry so you can climb even higher. 


At the very top are two staircases, one to the left and 
‘one straight ahead. Go straight ahead first and clear out 
that area, You will find a Gold Diamond hidden in a crate 
that sets behind a large tower with a green roof, You'll 
need to blow up a block or two to reach it. Now head 
toward the second 

until you see a tiny litle staircase leading to a 
platform. Stand on the platform, and watch as the 
below slowly begins to drain, enabling you a dear 
‘to explore. 


Descend the stairs, Bomberman! Walk through the area 
Blow up crates and everything else in your path. tf 
feeling lucky. you may want to annihilate the 
sh; however, they're really that tough. 


The rewards for kiling a Blowfish are great. 
When you kill one (after about 10 bombs, 


You receive a Red Gem. 


‘One of the last boxes should produce the Megabomb! 


Now go back the way you came and head toward 
‘previously inaccessible bridge. (Remember? Eorlier it 
lower) Throw a pumped-up Megabomb toward 
stand back. The resulting explosion causes the bridge 
Hower! On the right you can clear out more milii and 
ct lots of gems, but to the loft (at the far end) is a 
that contains a Gold Diamond. 


Now you can drop down to another area, so go back 
‘across the bridges, ond then up and down the stairs, 
After traveling through the old waterway for a second 
time, go to the end and drop off. This path leads to 
‘another point of passage. Stand on the blue button and 
watch another area rise out of the water. 


Blast down the 
bridge and cross 
over it; do things 
look fomilior? They should! You're back at your initial 
starting position—with the exception of o few litio 
things. Cross back over the bridge and descend into 
the old waterway. 
Leap off the dry 
waterfall and then 
‚dimb up the stairs 
on the other side; After doing this, you can see an 
entrance to the building whore you first started, except 
this fime you can go inside. 


Kick a bomb. 
inside and then. 
fight affer he explosion, run in to pick up your sur- 
prise—the ULTIMATE BOMBERMAN piece! The next 
thing you'll notice is the last blue button. Kill the Green 
Rifle infantry and 
men stand on the 
button to lower the 
bridge. You've just 
finished Stage 1 of 
World 2. 
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S- Boss: | 


WATER LORD 


Throw Megabombs ct the Water Lord's head to obtain Gold Diamonds. 


Watch out for three-shot fireballs, which burn for a few seconds after hitting 
fhe ground. 


Surround this Sub-Boss with layers of bombs, which prevents it from kicking 
‘thom away. 


You can avoid the Water Lord's fireballs by standing far away from it. 


ee 


ee 


505-8055, WATER LORD 


The central goal here Is to kill ol water head, 
and the best way lo achieve this goal isto follow 
this plan of attack: A) Surround him with layers 
f bombs, which prevent it from kicking them 
away; and B.) Throw bombs at its head. After 
five hits to the Water 

Lord's head, you'll 

receive five Gold 

Diamonds, plus the 

waters will stay clean 

and clear forever more: 


Beware of the Water Lord's fast three-shot blasts, and 
its ability to hover at any given instant. 


mitti 
These blasts dont 
burn out quickly, so 
wait a second or two 
before moving into 
position or you'll tum 
into a sizzled char- 


bomber! If best to stay at long distance when fighting 
the Water Lord, because it has a definite speed advan- 


tage against you. 
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Watch out for those blasted cannons! Follow the shadowy path of the can- 
nonball shot to stay clear of them, 


There are some weird fish with feet on this Stage. They are very quick and 
move about sporadically, so steer cleor of them. 


Blow up every planter—three of the Gold Diamonds are hidden in them. 


Use three Megabombs to push back the wall that has the fiery emblem 
‘emblazoned on it, 


BILE ENFANTRY 


Psyche when activated and more dangerous than almost any of the dier 
standard Infantry. They hove one razor in each hand und reach high speeds, 
‘ond are somewhot unpredictable in movement 


RE ENFANTRY 


Slow moving, ne real threo: hey just get in the v It nl fakes one bomb ſ 
kilthern. They're wort one Blue Gem usually. 


GREEN RIRE XNGNT2Y 


Simiar o © Red Infantry but with a me They're slw ond usually avoidable 
They corry a wide range of rewards. 


WALKING FISH 


swimming in water, fes» odd amphibians walk around with brd fee, and go 
crony nhen approached Unorediciable paterns. One aem is fs usual prize. 


BLUE BLOWASH 


It tokes as many as 10 Jorge bornbs fo disable these creatures, plus they pro- 
duce a Red Gem, although theyre hardy worth they effort and time. They te 
usualy harmless. 


BUTTERFLIES. 


As harmiess as butterflies... However, these gentia cranturos ore good for 
extra ves and should ba axtermincted when necessary. 


gebe 


This stage isn't too difficult, but there are some nosty cannons that really make things 
tough in the beginning. At first, you need to collect bombs and keep an eye out for can- 
nonbolls from a variety of cannons. Go to the end of the path to pick up some goodies, and 
then pass under the bridge and into on enclosed plozo for more. 


‘You're most likely fo get hit while in the plaza. Just remember to 
pz ER cf ne coral. 


enough playing around—climb the stcirs to start tak- 
ing out thase cannons! 


‘Moke your way along the path and then hit the sec- 
‘ond cannon at the far end. The middle one is too high for: 
regular bombs to reach, so you'll need to find a 


Infantry and then hit the Butterfly to pick up an extra life. 
Locate the stairs ond climb up them. Now its time to 
pump up a bomb so you can lower the drawbridgo. At 
the other end is a planter with a Gold Diamond. Go up. 
the extended staircase and pass through to the next 
small platform, where two Infantry guard a planter thot 
lso has a Gold Diamond. 


Now descend the small set of stairs and lower the bridge so you can step on the blue 


button and lower the gates. 


Be careful at the end offie platform. There may be on 
Infantry but hero may also be a planter with a possible 
Gold Diamond! 


gendes your stops until you reach the previously unreachable cannon, and then take a 
l This fakes you to on area that you con now cross. 


Dont forget to explore the very end—you don't 
‘want to miss tha planter and yet another 
Geld Diamond. 


Go back up past the cannon and over the bridge, so that 
{You drop down into yet another once-wotery area. 


bomb so grab it! 


Now look toward 
the wall that has the 


looming 


Drop a few Megabombs near the base of the wall and push it back. Employ this strategy 
three times, and o cut scene displays the exit, 


Now with the Megabomb in your possession, go blow up that last annoying cannon. 
This is not mandatory, just very, very, VERY satisfying. 


Continue up some more sicircases until you reach the 
platform with the massive staircase on it. There should 
be a lowered drawbridge nearby. 


But before you go up the steps, cross this bridge, and 


then spin around as the path turns. Drop a bomb near 
the planter to obtain yet another a Gold Diamond. 


al that remains is a simple walk up the stairs to finish 
this stogall 


Guo. 
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GIANT PURPLE ANGLER 


‘Concentrate your first attack on blowing up the Angler's weird limb, 
To avoid falling off the raft, push forward when a wave appears. 
ifthe razor slices your raft, it's best to stay on the right sido of the raft. 


The best time to unleash a bomb at the Angler is just after it submerges and 
when it re-emerges. (fou should also get some Gold Diamonds for this, tool) 


ecce 
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BOSS: GIANT PURPLE ANGLER 


This may be one of he mos dificult Bosses because. 
your rat ends up geting reduced lo ono log from 
what originally staris os 10! 


The fastest wy fn kil the Giant Purple Angler is lo 
wait until it comes close fo you. When this occurs, launch 
o Pumped-up Bomb at its weird-looking limb. As is the 
cose with the other Bosses, on successful hits you'll see a 
pink heart on the right sde of the screen disappear. 


its club-like limb, so avoid destroying yourself in the 
procoss. The Angler is extremely unpredictable, which 
makes defeating it all the more fun (or agonizing, 
depending on how late at night you're playing). 


After whomping it a 
few times with some 
‘spectacular bombs, the Angler might disappear and 
‘then reappear on the some side or the other side of the 
rott. 


As it reappears, it 
flings its dub to one 
side and then to the 
other side ofthe ratt. 
When this occurs, quickly run from one side to the other 
to avoid its pounding force. 


on the other hand, the Angler might go under and 
reappear on the other side and blow damaging bubbles 
toward you. However, there's a remarkably efficient way 


žo clamp down on the Angler's nasty attack method. To put a halt 16 these shenanigans, 
Jounch a Pumped-up Bomb at its back as soon as it surfaces. You'll see a few bubbles 
appear in the water, not fo mention the acquisition of a 
‘Gold Diamond and the loss of one of its hearts! 


To make matters more difficult, however, the Angler 
might do something moro drastic It might fiy into the air 
and send two razors at your pathetic itle raft. 


If this is the case, 
ifs best to move to the: 
^or right of the raft io 
avoid a major 
headache. 


Occasionally, the 
‘Angler may go for the 
opposite side, but 
rorely. Remember, too, 
B nat a wave of water always follows these razors, which 
means you need to push forward against it to stay 
float. 


Continue to unleash bombs into the Angler's face, but 
always make sure you take out its club-Iike limb first. To 
‘avoid problems, its best to eliminate this Boss quickly 
because the longer you play it, the more difficult it 
becomes to defeat il! After hitting the blue-gilled one 
‘approximately 3 to 6 times, it sinks down into the water, 
never to be seen again 
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Beware of the fireballs that shoot through metal bridges—they'l get you 
every fimo! 


 Backtracking is essential to getting all of the Gold Diamonds. 


Timed Bomas and Megobombs are also essential during your journey. Keep. 
them in your arsenal at all fimes! 


Only Megabombs can blow open metol doors. 


Rock Top Flamers can blow up bombs. Walk in front of them to make them. 
aim one way, and then go behind them for a clear, safe path. 


RE INFANTRY 


Slow mevra, but rc reo gal they ust get in he way: ny tokes one bomb 
Jo kil them. Meth one Blue Gerp usualy. 


‘BILE RAZOR XNTANTRY 


Psyche whan activated and mare dangers than olmast any of Ihe ther 
Standard Inkniry They have one razor in each hond ond reach high speeds, 
‘od oro somawhat unprecictoble n movement 


ROCK TOP FLAMERS 


Disguised os rocks, these ruthless imposters wil kil you with a single fary 
breath. it tokes eight Mogobombe, anc os many as 30 rogulor bombs to kil 
them. They produce extra Ives ond are werth the extra fime to kil. 


‘SPARKS 


Sparks only appear in dark caverns. They spilt into two when ht, and usualy 
travel toward you in groups. Never ie wo many hona around. They produce 
nothing sometimes, ond often tines they produce Gold Diamonds. 


eo 


In this unsettling land of volcanoes and fire, with giant spitting tops and spontaneous: 
shafts of heat rising through bridges at every corner, its no wonder Bomberman wants to 
Snd the exit quickly. The difficult part, however, is finishing off the level. To wrap things up, 
‘free levels must all be activated in a timed sequence, or the final door won't open up. 
Lers get started and discuss the path you need to follow to get there. 


at your starting position, blow up all of the rock for- 
mations on the plateau, Bo aware of the giant meteor 
like fireballs that appeor from time to time, A shadow 
indicates the exact location of each fireball. 


Cross the bridge and walk down into a larger plat- 
form. There are three Rock Top Flamers here, enemy 
creatures that resemble pinnacles, but they actually 

squirm around and blow flames at you. 


"To Il the Rock Top Famers, you need to drop. 
‚dose to 50 regular block bombs on them 
‘er about 10 Magabombs. 


One way to cease the onslaught of the Flamers is to 
lay a bomb near them, and just as they're about to spit 
‘the bomb will halt their progress. These flamers usually 
offer up some good stuff, too, like extra lives. 


Do you notice anything peculiar about the giant stone 
block? You con knock it flat by using a Pumped-up 
Bomb, but this is something you can do on a return trip. 


After collecting all the goodies, including the Blue and Red Gems, flames, and bombs 
take the bridge over to a small, square platform. 


N | E tho motal door—you'l noed thom both on 
‘your return trip. 


Take the path that is created after a brown metal ledge rises. The other path leads to ar 


area that is currently inaccessible. When you appear on a narrow path, adjust your view 
‘ond follow it to the first split on the left, which takes you over a bridge that runs directly 


‘over some lava. 


rip. 


abs 


The trek over the bridge is anything but simple. You must time 
your approach over it, because two lava balls appear after 
Bomberman takes approximately three steps. 


After reaching the other side, only a Red Infantry and 
a rock appear. fs best to blow up the Infantry first und 
then the rock. Why, you ask? Because the rock reveals a 
Timed Bomb, and it likes to float off the edge of the 
ridge quickly. t an infantry gets in your way, you're. 
more likely to lose the bomb. Now return and walk fo 
the end of the main narrow path. 


Time your walk across the next bridge, because 
about three or four fireballs shoot through the metal walkway. Wait for the closest one fo. 
‘se up and then descend; when this occurs, run across to the other side. The next plateau 
ss littered with rocks, two of which are baddies. This pre- 
sents a good opportunity to stock up on flames and 
bombs. 


Then take the next walkway to a small ridge that hos 
three bridges. Take a left—but watch out for fireballs— 
cond then run to the far side of the little island, where 
two Rock Top Flamers rest. You may be thinking fo your- 
self, "This is a suicide mission!" 70 the contrary—this 
marks the location of the first Gold Diamond. 


e The Diamond is hidden under the second rock from the Rock Top Flamer at 
the far side of the area. 


Blow up the remaining rocks to get flames as well. You have a choice between two. 
paths to exit the area, although each is somewhat risky, Either scoot around the Rock Top 
Flamer nearest the bridge or blow it up first. 


Leave that litte island, take the bridge back to the connecting rock, and then follow the 
bridge thot you haven't used. You then appear in a plateau with some Rock Top Flamers 
ond o bridge that leads to a similar area with a lead door. 


v The door can't be blown open until you find the Megabomb, which is located 
neor the end of the stage, 


On this lower platecu a red bridge covers an area that's full of lava balls. There's a single 
rock at the end of the path, worth one measly Blue Gem. A brown ledge, however, atthe 
far end of the big plateau is the safest path. Wolk up it, carefully stepping over the two red. 
bridges, but watch out for the fireballs shooting up through them at regular intervals. 


The next higher plateau provides you with the Megabomb. Dispense of some rocks 
along with some other beddies, and then take out the rock at the for left side to pick up a 
'Megabomb. Beware of the Rock Top Flamer on the far 

right side of the area. 


Now ifs time to backtrack your path. Your first stop is 


‘the last plateau, the one with a metal door. 


Step in front of the Rock Top Flamer (on the opposite 
side of the door) and then back up so that it blows a 
‘flame away from the door. These guys are slow in m 


S 


heir rounds, so you should be safe from most attacks. 
Then go toward the door, pump up a Megabomb, and 
stand back. 


Once inside, you'll notice that the area is completely 
block. 


On the right is a furnace, but don't drop a bomb near 
it—walk away and then set it off. Amazingly enough, 
this turns on the lights! 
‘Ths litle secret spot is loaded with Blue ond Red Gems 
‘ond a Gold Diomond! 


There are also evil litte flame monsters that we'll call 
‘Sparks, When you bomb them, they split in two. One of 
‘the lost Sparks you kill delivers yet another Gold 
Dimond. Blow up all of the rocks, collect the gems, 
ick up the Gold Diamond, and get out of there! You 
have some more exploring to do. 


Bocktrack oll the way to the first brown ledge. Plant a Megabomb near it to open it Up, 
end then bold a bomb bridge using only two large bombs. This wil grant you access inside. 


located 
The best way to approach this is to throw one large bomb directly in front of the door, 

a single nd then follow it up by throwing one more directly to the right. Jump off the ledge and 
lot the angle toward the door to enter This secret cavern is similar to the first one—drop a bomb 
lina ‘ond then walk away. When the lights are on, drop some bombs to kill the Sparks and 
Bn destroy some rocks. 
m Now leave this areo ond fake the bridge from that small plateau that you haven't used 
kupa yet. Take the next bridge down to a metal area, where at least one Blue Razor Infantry is 
| x waiting. When the area is clear, loy down a bomb to open the door—now you can enter. 
* N 
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Use the same technique here as well: Drop a bomb 
neor the furnace and then walk away. One of the smaller 
Sparks delivers the third Gold Diamond. There are also 
some gems fo add to your collection. Now return to the 
second plateau and drop a Pumped-up Bomb or a 
Megabomb in front of the giant block, which lowers the 
plateau, Follow the path fo the second plateau, and do 


‘the some fo the next block. 


ve A single Megabomb produces enough force to blow up a lot of rocks, which 
are loaded with gems. 


The next series of bridges lead to two small plateaus, one higher than the other, with 
rocks on top. 


The rock closest to the bridge on the upper ridge con- 
tains a Gold Diamond. 


Now take the next bridge up to the last plateau, There 
‘are two Rock Top Flamers here—it is highly recommend. 


‘that you blow them. 
into litte tiny pieces of 
sand. Below you now 
is the last part of the 


stage. There are two 
‘small ridges resting just below, one smaller than the 
other, plus it contains a rock and a broken bridge. The 


ULTIMATE BOMBERMAN pioco rests in this location! 


This piece is extremely dificult to get, but you can 
e woch this task in one of two ways. First, you can 
ck a bomb onto the rock, and use the Right Shift but- 
son to stop it directly on top of the rock. Then trigger the 
explosion and jump to get the piece as quickly os possi- 
‘Se Second, because you have an extra life in your pos- 
‘session, jump down to the bridge, and let the bomb 
ede (which causes you to lose the extra life in the 
process). You may have just lost a life, but you've also 
seined the ULTIMATE BOMBERMAN piece. This second path is probably the easier of the 
wo, because you're closer to the piece, and it quickly falls off the tiny lime rock. 


sich 


Prepare yourself—the most difficult part of this Stage 
is yet to, come! 


Climb up the metal girder but stay on the gray col- 
red side of it, Watch the fireballs fly up and down, but 
note the location where they appear (they will continue. 
to come from those some spots again and again). 


Directly across from you are three levers. To leave this 
stage, you must throw all of the switches to the down 
position. You can use normal bombs to throw the middle 
and right levers, but 

she left one needs a big bomb to set it off... and it hop- 

pens to be farther away than the others, 


Using a running stort, begin with the left lever and. 
work your way across. You've completed the Stage 
when all three levers have been thrown! 


Circumnovigote the arca, but stay noar the perimeter of the area to avoid the 
Sub-Boss' green shell. 


If you got knocked out, repeatedly move the joystick back and forth to regain 
consciousness more quickly. 


Quickly move the joystick back and forth to jump out of the the Sub-Boss* 
hands if it picks you up. 


re best to kick bombs at Rock and surround it throwing bombs is just too 
slow of a process. 


Ant 


ROCK: 505-8055 


e... 


Rock has super speed, plus it likes o pick up Bomberman and 
throw him cut of the arena and into the fire—Iterally! 


Reck chases you down and then unleashes a green 
| best, mier to a sita, wien rodiates about five or six 
steps around this blocky creature. 


| The blost stuns you when you get hit by it. While 
you'te stunned, Rock picks you up like a wild wrestler 
‘and attempts to throw 
you out of the arena. 


Keep in mind, though, that you can wiggle out of 
Secs hands by repeatedly moving the joystick. 


The best way to 
defeat Rock is to use 


Sun around the perimeter of the arena and when it 
¿pases or starts to kick bombs, kick bombs at him or 


v him with your own bombs. 


During this Sub-Boss battle, you start with only twe 
regular bombs; however, you can eorn more by moki 
contact with Rock. This is accomplished by wriggling | 
ot his hands and by 

knocking off his lite 

points. Hitting it with 

bombs and knocking it 


You can actually chase Rock around me area, and 
you can touch it M you cen get close enough to it 
before it can create o shield, it turns ond runs: 
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Koop the camera view behind you at all times. Changing railroad tracks 
makes it difficult to get a perspective on your exact footing. 


Green Coal Mine Infantry are very fast; never second-guess how close 
they ore. 


Look in floating barrels to discover Gold Diamonds. 


When using bombs against Sparks, sparks will ly—iterally. Make sure 
you're far away when the bomb collides with the baddies. 


N 


Sow moving, but ne fel threat; they just gat n e woy 1 takes only one 
omo ll hem. Worth one Blue Gem usualy. 


GREN - KNANTRY — | 
AR 
Green Infantry ith ic ones These guys ae fest and dangerous One * 
Were you're da. ney procuce random goods ul Fea und " 
bombs, but occaslnaly gems. 


Rp XNONTRYC 


GREEN INFANTRY (IN NINE CARTS) 


ne produce noting and hang around on rafroad rocks. They e faster han you 
‘ond can catch up quicky Il takes a Megabemb or Fumped-up Bcrrb to destroy 
them 


BATS. 


‘Worthless ond stupid, these one-eyed creatures are actually kind of cure, 
but they rarely lack, and they con't produce omg 


ROK TOP FLAMERS 


Disguised os rocks, these ruthless posters cen kil you wih a single fiery 
breath, tokes eight megabombs, ond as many as 30 regvlor bombs o kil 
wen They produce extra les, ond are wert the exo tre o ll 


BLUE RAZOR Ie 


Psycho when ciated and more dangerous than almost any cf ihe other 
tee d lend They hare one fozor Inch hand and reach high speeds, 
nd are somewhat unpredicable In movement. 


Aa Marley: 


Start this stage off by blowing up the four rocks 
around you, and then pick up the flames and bombs. A 
Green Mine Cart Infantry appears on the tracks after 10 
seconds or so, Pumped-up Bombs destroy these guys, 
but they don't provide any retribution. 


Now blow up the 
stoplight. As soon as a 
ort runs by, follow it. 
Is foster thon you, but 
you just need a bit of 
a head start. Run to 
the other side, one 
plateau away from the 

‘one on which you started. There should be two Green 

Pick-Axe Infantry awaiting your arrival. 


e Take care of these baddies and blow up the rock and the stoplight fo pick 
up a Timed Bomb ond a regular bomb. 


Now return to the halfway area and go inside, Then 
follow the fracks until you arrive in a new area, 


Direclly in front of you should be some more Infantry. 
Be sure you avoid falling into the spikes, because they'll 
make mincemeat out of you. 


Take note of the 
niit arrow—youtl 
return here soon to 
turn it on. Backtrack to the beginning of this area and. Í 
drop off to the right (as a reference point, the entrance 
should be to your back) This places you near a hill with 
rolling boulders. 


The goal here is to step on all four lights, which turns 
them blue. Wait until the closest boulder hos passed and 
thon run up the hill, resting on the first lodge to the left. Step on the red light, then walk up, 
turn left, follow the path to the end, and tap the licht. You can even blow up the barrels to 
obtain some bombs on flames. 


iberman with the point where the 

the shadows as an indicator). Run 

fo the other side of that ledge and step on a ight. Now 
one remaining. Wait until the boulder on the 

side {the side you're currently on) lands and starts 
rolling, Now follow if and stay as close to the edge as 

e. The last light is at the bottom. Now, time the 

o o you can safely get through they 

x Co 2 Zi 


Drop down and stand en the green light, which prompts the appearance ofthe first Gold 
Diamond. With the spikes out of the way, you now con cross to the other side. 


Take out some more Infantry and a few houses to 
dear out the area. This enables you to exit fo the next 
area. Clear out the barrel to pick i 
thon follow the train tracks over the vi he 
Top Flamers, blowing up two barrels, and picking up a 

God Diamond in 


e Blow up the barrel to the right of the door to pick up a Mogabomb. 


Now what to do next? Although this next step may seem like cheating, there simply 
doesn't seem to be another option. Watch the boulders fall (they generally fall from left 
to right, and follow the clesest one down to the area you started from, Then follow the | 


*, 
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metal path out of the area, and then after the screen 
reloads, reenter the area, All of the damage you have 
caused hos mysteriously vanished! Now follow the path 
like you previously did, but this time place a bomb at 
the far left side of the door. 


z 


Ht you don't stay on the left side, the explosion might blow up 
the barrel leading to it. If this occurs, you'll need to start all 
over again. 


With this door open, you can gain access to a secret, 
dork area. Like the previous ones, go to the right, light 
up with the furnace and start blasting the itte Sparks. 


You should pick up a Gold Diamond in here as well, 
Now exit and travel a different route. Clear out the 
Green Pick-Axe Infantry and blow up the stoplights, 
machines, and barrels. Take these new tracks to o mid- 
dle plateau until you see some Infantry and a few coal 
mines. Take them out, snatch up the goodies, and fol- 
low the tracks down fo the lowest area in the stage. 


This takes you to the core of the operation. Take out a few Infantry, a machine, and 
then toke a loft, Stand on the balcony ond throw a Pumped-up Bomb down toward the 
four machines on the far side. This should wipe out two of them. Eliminate the rest and 
pick up some more flames, bombs, or gems. 


Circle around until you see the long staircase. Walk up it and take out the barrel at the 
top. As soon as a Coal Mine Infantry scoots by, follow it tothe next stop and take a brief 
moment to get off the tracks because these guys can mavel Follow the tracks to the very 
‘end and drop down onto the platform with a barrel on it. 


> Is best fo walk to the very end, switch your 
‘carers angle, and then drop, Theres a Geld 
Diamond under the machine, o pik it up. 


Now return to the big staircase and walk up it again, 
However, this time follow it to the halfway point and 
walk down the stairs. This set of stairs leads you, in 
maze-like fashion, to a machine that has a Timed Bomb 
‘Init. There's a Green Pick-Axe Infantry guarding the 
machine; don't kill him loo close fo it or you'll never have 
time to pick up the Timed Bomb. 


lucky, wil take out one of the pillars holding up a plat- 
form. That’ right! Blow up al of the pillars and the plat- 
form will fall down. You've reached the exit, 
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GIANT MOLTEN 
ROPOT 


When the Giant Molten Robot stops marching with its side facing you, its 
preparing to crush you so move away quickly. 


# you get squashed, quickly move the joystick back and forth to regain 
consciousness. 


The Giant Molten Robot always uses its laser beam after trying to squish 
you, so run sideways to avoid it, not up and down. Note that it takes about 
two or three seconds for this oss eye laser to warm up. 


You'll couse more damage to this Boss when itis fully shaded. I its color is 
light tinted, you can’t cause any damage—with the exception listed below. 


When the Giant Molten Robot is spinning like a top, you con run under its. 
‘arms without taking any damage. 


BOSS: GIANT MOLTEN ROPOT 


ee eee 


The Giant Molten Robo! is relatively easy to 
defeat affer you recognize ils attack patien. 
Tre best overall strategy is to take out ils 
coms first and than, While ts relatively help- 
less, you can attack basically anywhere. 


As one of his first attacks, the Giant Molten Robot 
‘stomps around with his side facing you and then swings 
‘around, trying to squish you, 


Attacking him while its side is facing toward you is a 
‘decent thought, however, the bombs can bounce off his 
‘shoulder, especially when ho swings around. Stil, this 
technique is effective ct causing some damage. 


Another good fime to unleash an attack occurs just 
after the Boss attempts a squish attack; however, don't forget to watch out for his laser 
eyes. This is a good time to damage his neck and chest aroa. 


The Giant Molten Robot also goes info a spin mode, 
When this occurs, it tums pole and swings its arms 
around. The Boss’ arms aren't the trouble, its those big 
fists. If you touch its fists, you're history! Is important to 
note, however, that you can damage it during this mode. 
You must be extremely close to it, which enables the 
‘arms to swing over you. Then you can pump up a bomb 
and throw it to where its moving. When the Giant 
Molten Robot takes damage, the sparks start to fly— 
literally! 


Is best to aim for its arms first, because they can 
cause the most trouble. You can eliminate both arms 
and leave it with laser eyes, but this Boss has one last 
‘thing up its sleeve: lava balls that shoot from its head. 


| ing out its eyes, it goes 
hb down in a burning 


Q 


Run against strong winds; if not, you'll 
Look for single trees by themselves; they 
Diamond. 


‘Snowmen usually don’t reward you with anything, 
do receive Red Gems. 


Stay close to the snowy mountain walls. This is the best 
areas, 
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RE SKIING INFANTRY 


Snowboarding Rec intaniry Stay out of thor way cr blow them up, but hoyro 
much foo fos! to try o atack. Ifs bes! to avoid them altogether 


| ‘SNOWMEN 


! ‘takes hree regular bns sy Sum Un hey red 


sncwbal towers, have ert am, ond produce nothing. Occasional hoy 
produce Rad Gem, so hoyo always mort kiling. 
4 


Colo, kind of fast, and hey usually produce Hearts. Als, in rore cases they 
produce Gold Diamones. takes one bomb to destroy hem, 


SNOWFLAKES: 


sous and occasionally they produce Gold Ola 


is man olmos! any ofthe 
¡each hand ond reach high speeds. 


IRRE 


Using the top of a ridge as your starting point, you 
should bomb all trees, Snowmen, and Rabbits in sight. E 


frees reveal either 
rarely provide 


[úl bone a br tdi ond 


From this position, you'll be looking down on the 
Snowman. Eliminate the tree and the Snowman next to 


you, and then drop down to the door. 


on the other sido is a snowhouse from which 
snowboarders appear. To got rid of ol the pesky 
snowboarders, pump up a bomb and throw it toward 
the house. This should stop them! Now walk around to 
the other side of the house ond blow up the tree around 
the bend. 


Destroying the tree gets you a Gold Diamond! Now. 
return past the house and hike up the steep slope on 
the left side. Knock out the trees and then skim the sur- 
ace of the mountain on the right side. You will find a 
very weird, secret entrance, a kind of warming hut, or 
rather a garden in the snow! 


for lots of Red and Blue Gems, bombs, 


PWG ta wind subsides ond tan scala the steep dope opui. 
‘and Snowmen for fun and then head over to the bridge so you can 
of the mountain. Its best to backtrack to the beginning to get everything, 


Now at the bottom, where you started, go to the ice bridge. Throw a bomb at the sign 
shake off the snow. It reveals text that reads "No Bombs Here"—this is avalanche terri- 
! Yahoo! Now go to the top of the mountain, drop a few bombs, run to the bottom of 
{he hill, and then across the bridge to safety. This causes a monstrous rumbling and a 
‚large snowstorm follows. When the coast is clear, walk back up across the hill and look 
down. There's a Snowman on a ledge with a door, ond next fo him is a free. Take down 
‘the tree for a Gold Diamond, and take down the Snowman for a Red Gem. 
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Now drop down a ledge to the door and go inside. 


The wind blows very hard on this side of the hill, so wait until 
the wind stops before proceeding: otherwise, all of your bombs 
will blow down the hill. À 


a 
Now walk across to the oter side, passing up a few troos and a Snowman. When you — 
notice a single tres all by itself, blow it up to get another Gold Diamond, 


Walk up the two-part, steep ledge to your left ond use 
a Pumped-up Bomb to destroy the house. On the other 
side of the house ls a tree. You can now walk across the 
top of the house. Blow it up when the wind stops to 
receive an ULTIMATE BOMBERMAN piece. 


There are two Snowmen on the right side of the building. Blow them up to get a Red 
‚Gem. Knock out the trees and then head for the bridge on the far right. When you reap- 
pear at the base of a hill, you see some Snowmen, one Red Infantry, and a lot of trees on 
‘steep landscape. Walk up it from the side, not the middle. Blow up everything, and 
ore, one of these Snowmen turns into a Red Gem. 


At the very top of the mountain is a ski lift or i 


Ultimate Bomberman piece. 


Behind the house you'll find a small ledge; build a 
bomb bridge from the ledge to the roof. Once on the 


You can kick or throw bombs at yor 
are efficient. 


Line up directly with the boss, and when it ru 
^o get the first Gold Diamond. Kick the same 
diamonds. 


Always collect the Hearts when they fly out of it. 
‘You can create a bomb wall to confuse the Sub-Boss. 


ee ee 
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4 This Sub-Boss is simple to defeat. However, 
d whats difficult is getting all of the Gold 
Diamonds from it. à 


505-8058. TCE 


Ice definitely hos a pattern that it follows: it runs 
Straight at you and knocks you unconscious or boats 
you up with punches if it grabs. 


ce is about to attack. 

When it attacks, it runs into them causing it to lose c. 
doom Collect the Heart and employ the same strategy 
goin. Collecting Hearts is an excellent defensive strate- 
y, because it provides you with a second opportunity. ir 
‚only takes three hits to knock out Ice. 


Boss, wait for it to run 
and then kick a bomb. 
This will earn you the first Gold Diamond. 


u 
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You're walking onice, and slipping past your destination is a regular cee 
rence. Anticipate your every move carefully. 


Trees that appear an ledges with no other item means there's something for 
you, like Timed Bombs, Gold Diamonds, or so on, 


Penguins are your worst enemy in the upside down world. When nearby, 
‘they travel in circles. Encircle them with bombs to get rid of them. 


Don't ignore snowlakes—they're often Gold Diamonds in disguise. 


CA 


The mast questionable creature in the game. What is it? That's why 
nickname, "Frog-Apple "One hit splits f into wo, so at least wo 
necessary, 


{nating ice-simming penguins, They have a tendency lo show up at the wrong 
ploce at the right time. It only lakes one hit to destroy them, fast ond 
will circle araund you quickly. Approach with caution und with 
‘bombs, They produce everything from bombs to gems to 


SNOWRAKE 


Wi knock you unconscious and occasionally mer produce Gold Diamonds. 
Usually, however, they produce Blue Gams, 


{Wakes three regular bombs to destroy a Snowman. Usually they are 
ball hrowers, have teribile cim, ond produco nothing. Occasionally, 
duce Red Gems, so they're aways worth kiling. 


This stage is tricky for a couple of reasons. The 
that you're walking on ice, so as you walk you 


‘seem sort 


vicinity—Penguins, 
‘and then pick up the goods. In the middle 
ot this area is a gondola that must be Thats 
right! You need to come back here at this 
lourney. 


There ore two doorways on either ly 
plateau. With your back facing toward the spot from 
which you started, choose the right path. This next 
Plateau changes your overall perspective, because you 


Move along he edge ofthe platform ond 
Knock out he second mee fer ou on o 
edge) to receive a Gold Diamond. 


Now walk over to the ofher side 

| NUT | you see o doorway. This one, however, 
| because it ends in a square shape. Step 
voila! You can soo straight again! 


Walk toward the end and take core of the baddies, 
Continue straight to the edge and aim slightly left so you j 
can throw a bomb on the narrow ledge below (the one 
with the tree on if. As soon as the bomb blows up, 
onto the ledge to pick up the Gold Diamond. You can 
jump from tho small ledge down to the slanted slippery 
slope and then use your momentum to carry you up the. 
opposite embankment to the Red Button. But, alas, you. 


places you in the upside down orea again. You should 


G 


know what to do now! Walk to the middle ond across to the door, which brings you right 
side up again, and on top of the slope—just where you wanted to be! 


owman, go to the end of the slanted embankment. 


Now instead of walking to the Frog-Apple and the. 
N Sm 
, | From here, you want to slide down and then across to. 


holes in the ice. Then use the your. 
other side. 


Forget the friendship for now, and take out the Snowman 
[rire obs: Then sop ba 2 


There's another ledge 
the exit, wait for the screen to reload, and 


ANT XXE SPIDER € BABY SPIDER 


=> 
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Stay on the perimeter and always 


When the spider makes a screeching sour 
‘and throw a bomb at her when this occurs. 


You'll cause the most damage against the 


wall laying baby spiders. 


When you fall into the icy web, watch the cracks; but 
the way. 


BOSS: GIANT KE SPIDER AND BABY SPIDERS 


This Boss is probably the coolest looking thus far, and is amaz- 
ingly complex. the Giant Ice Spider can swipe, pounce, sand out 
baby spiders, or send you down in to her icy web, whore maneu- 
vering becomes difficult. Amazingly, a strategy you employed 
‚once before works well against this beautiful lacking monster, 


ing Pumped-up Bombs directly at the 
after pouncing, the Giant Ice Spider 
after which she stays still for a few brief 


moments. This is your cue to unleash so 


aner finishing off her front legs, they ste 


Next, you should concentrate your attack on the main body and head, which is a 
slightly more difficult task. You must run in, throw the Pumped-up Bomb, and then run 
out—without absorbing a hit! Don't worry, affer a lie practice it gets easier. 


annoying tactic that actually benefits you: When she 
s lite baby spiders, When she is up against the wall, 


take one or two more hits to toka out the Giant Ice Spider once you're on 
finish her off by hitting her in the face, head, or upper torso areo. 
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Learn the traffic patterns: big bus, litle car, big bus, little car. 

Never stay on the overpass for too long—i's not good for your health. 
Don't run into traffic—’s better to wait to make sure the coast is clear. 
Save as many ives as possible for the end 80ss—you'l need them! 


Slow moving, but ro real feat; Ihe ust get in he way ey takes one bomb 
1o kil them. Worth one Blue Gem usual 


RE INFANTRY 


ROCKET-RAUNCHERÜIENHANIY 


Shoots a poorly arred rockot a you, Takes two his to defeat, and leaves a 
Blue Gem, 


AUTORCTS. (WITH LASER) 


Slow hovering crafts that shoot a lasar straight down takes a Pumped aß 
Bomb to destroy these things. Usually provide a Hear! in return. 


AUTOBOTS (WITH TARGETED MACHINE GUNS) 


Those things ae the worst They are ficult o shoot down because they are. 
much foster and they nave automatic guns. 


The goal in the upper metropolis to dear the 
level without gotting run over by the oncoming 
traffic. You need to determine the trafic pattern: 
knowing it wil make your journey much easier 


There ore two lanes of traffic, separated by a medion, but the pattern is the same. Let's 
stort with tho right side. First, there's a big bus followed closely by a litle car, while on the 
‘other side of that same street a big bus is followed by o litle car. After all four cars have 

passed, you have just a few seconds to cross the streets. This strategy works well on both 
sides of the streets, so learn it 


Immediately walk to your right and up the slope to 
escape more traffic. The light posts on this level are 
destructible, so blow up the ones on the upper deck to 
get some flames or bombs. You can also blow up the 
Rocket-Launcher Infantry to sometimes collect a Blue 
Gem. 


Now walk to the middle of the deck ond then for- 
ward, dropping in between the median on the street 
level. 


Locate the crosswalk ond stay on it until you deter- 
mine the street pattern. Then turn around and cross to 
the right side of the street, using the short steps. 


Stop up the slope ond prepare to hustle! After reach- 
ing the bluo transparent upper deck, run forward and 
‘then make on immediate left. Follow the path to the next 


slope on the left side, hiding under the steps when you're 
finished. 


Infontry, Rocket-Launcher Infantry, and Autobots have 
combined forces against you, which is the reason for all 


"he running. Now check out the traffic and then move 
into the tunnel. 


The next area is full of similar traffic patterns. As soon 
as possible, walk forward and into the crossing section, 
ond then up the short steps and to the left. From this 
position, you should spy two destructible boxes and two 
Red Infantry. Head toward the center box to access a safe position. After blowing up every- 
thing, take all the goodies. 


This next section is pretty easy. On the left side of the street is a litte cubbyholo, where 
you should rest before making your next move. Wait for the traffic to break, move up the 
‚short stairs, and then into the safety area, When the coast is clear, move into the tunnel 

‘and await transport into a new area. 


Go to the middie area ond hide out in the crosswalk, Now turn around and head right, 
and then follow the upper deck to the right and back down to the street area. Stay on the 
slope until the coast is clear and then move onto the median area in the crosswalk, which 
is another safe haven. 


When the coast is clear, turn around, walk up the short steps, ond toward the slope on 
Your right. Facing the on-ramp, follow the upper deck by going straight, left, ond straight 
‘again until you reach the far side of the street. Now you can enter the tunnel. 


Quickly run to your right, walk down the steps, and follow the crosswalk to the left sido. 
Then go up the next set of short steps, ond then walk to the right side for safety. When 
done correctly, you should see two street lamps and a destructible box in the middie. 


Collect the goodies from these items and move to the 
dor side of the safe area. When the coast is clear, run 
cross the street and 
duck into the cubby- 
hole. Walk up the. 
steps, cross the street 
to the right, and blow 
up the lamp to get the 
second Gold Diamond. 

Now aim toward the for end, ond when allis clear, pass 

under the tunnel. 


As you prepare yourself for the next area, you 
need to get into the medion crosswalk ASAP, 


Make a U-turn and walk up the short steps, then across the street to the right, and up. 
the slope. On the red upper deck, walk up and turn left immediately and then lett again, 
‘and then walk down to street level 


Cross the street, past the median, tum around, walk up 
the stops, and cross the street to the other side. Follow the 
same pattern as you did on the other, by following the red 
upper deck, and then get to street level again. 


You must walk across the street again, but instead of 
walking into the safe crosswalk and turning around, stay 
Con street level. After checking the traffic, cross the street 
ond then go up the colored upper deck to the middie. 
Finally! The entrance to the boss area! 


Use the purple ramps to access the higher 
piatiorms. Collect Timed Bombs ond Megabombs 
Plus a bunch of regular bomb: and flames 
before stepping into the middle of the 


‘emblem-plated platform. 


Why, you ask? This is where you finally meet the Boss. 
Just to be safe, pick up a Red Megabomb and pump it 
up, so you're good, primed, and ready to wipe up the 
floor with this Boss, 


STAGE | BOSS 


This vehicular Boss has three ports, each of which is 
¡actually easy to 
destroy. 


‘You only need to blow up each of these pieces with 
one large, Red Megabomb. The best way to approach it 
is to blow off each arm first, because they produce giant, 
blue blasts that can kill you. 


There aro a fow 
target-gunners too, so 
if you stay in one place too long, they'll gun you down. You 
can avoid the blue blasts by walking to the far end of the 

platform. The blasts disappear before reaching you. Those 
crazy Blue Infantry are out in swarms, too, but you're well 
equipped, so lay 
down a few Red 
Megabombs to clear 
‘them out of your way. 


After defeating this Boss, you've finished the stage. 
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e Knock out the Boss’ arms first. 

v Always stay on he move by kicking and throwing bombs constantly. 
e Dort get too close to fhm Boi, because it can temporary stun you. 
e The more damage you inflict on the Boss (and the longer you take), the 


‘more Gold Diamonds you receive. 


Aelia 


MAN BOSS 


The strategy for defeating the main Boss con 
vary, but s best to follow the "big bomb" 
approach. 


Picking up big bombs, pumping them up, and throw- 
ing them at the Boss" 
arms first is the best 
strategy. You may 
choose to kick small 
bombs, but this seems 
less efficient in terms 
of both damage and 
time. 


v As is the caso with all the main Bosses, always stay on the move. By keeping 
in constant motion, this one can't get you. 


By blowing up one arm ot a time, you can lessen the 
number of projectiles 
thrown at you. 


Don't move too 
close to this Boss; it 
con run you over, stun 
you, and then, most 
likely, kill you a second 
later. 


However, by mov- 
ing too for away, the 
bombs change into 
guided missiles. 


Its best to stay 
about halfway from 
the boss and the 
walls. When the flaps 
open to release the projectiles, walk toward the boss 
{not always directly. 


You can even use 
the environment to 
help destroy this Boss. 
Throw bombs at the 
giant white column to 


help your cause. > 
| This Boss is somewhat difficult, but affer taking off its arms, it slows down and 


becomes far less powerful. 


Sma s- 


Hover Bots turn into Hearts (extra lives). 


Dropping from platform to platform works as an easy way to move through 
the level (especially jumping from the Trident platform). 


v You can use bomb bridges to get to raised platforms that enable access to 
secret “E” elevators, 


ee 
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Characters are always refreshed, so beware of the projectiie-shooting bad 
guys. 


Diamonds don’t always appear in the same place twice. Blow up as much 


stuff up as possible to ensure you have everything. 


ROBOT FROG 


Blue-green. gooly-boking, trag yps creatures. They kneel down and shoot 
projecties. It takes ane shot to get rid ef these things; gives up a range of 
products, including Gold Diamonds 


AO 


Slow hovering cra har shoot a aser sraigh down. takas a big bomb to 
destroy hase thing, Usually provide a Heor in retum. 


SWO BOTS 


More ambitious han the Hover Bot, these puppies swoop down when they 
get he chance. They wil sn you and theyre persistent. One Pumped-up or 
Megrternb wil kom: rowerds are a range of products, melucing Geld 
Diamonds. 


GREN RIRE ENANTRY 


Similor to a Red infantry but with a rile. They're slow, ond usually Ste 
Provides a wide range of rewards. 


PURPLE INFANTRY 


foster thon heir cousins the Green Ble infantry, these guys havo Bigger shcts 
‘rom their gu. 


BILE RAZOR ENFANTRY 


Psycho when activated and more dangerous thon almost any of the other 
standard infantry. They have one razor in each hand and reach high speeds, 
and are somen/at unpredictable n movement, 


RE ENFANTRY 


Sow moving, but ne real throat, thoy just get in the way. I takes one bomb to kil 
them off, North one Blue Gem usualy, 
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FLOOR |: 


This stage presents lots of ticks, much like the first area in Level 1. You need to trigger 
electronic bridges, use bomb bridges, defeat repeatedly emerging alien infantry, and 
retrace your steps often. 


You're about to experience the biggest stage of the game. 


Blow up the lamps and boxes on your left, ond then 
goto the right and annihilate the box and the Robot 
Frog. 


The box Is a life power-up! Now step on the square 
on the left (it should stand out) to create an electronic 
bridge that connects 
tothe other side. 


Walk to the plat- 
form on the left and 
then down to the end. 
p Hore's another square 
teen ee calling for some 
attention—go ahead 
and step on it. 
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When activated, the bridge behind you becomes 
charged with three lasers, which you must pass through 
carefully, and an electronic bridge also appears next to 

the square you just stopped on. Wolk across the bridge and blow up the box, which gives 
you Timed Bombs. These Timed Bombs enable you to create bomb bridges which you can 
use to cross to the raised areas. 


j Now make a bomb bridge to the closes! raised area. Go to the for edge and stop 
back so you're facing the raised area; then run and toss a small bomb. When done 
correctly, the bomb lands on the first (not highest) platform. Now stand close to that bomb 
‘and turn around. Pump up a huge bomb and throw it to one end, and then repeat this. 
step to create a large bomb bridge to the platform. Cross it and blow up the crates and 
a Rocket- Launcher Infantry. 


Now go to the other side until you see a raised platform with o single box, which is actu- 
ally a Megabomb! Use your bridge building technique to get to this bomb. You must work. 
quickly, because an alien infartry or frog may try to ruin your construction. You're almost 
finished with this area! 


Return to the first transformar square (where you picked up the Timed Bomb) and set it 
off again. Then go to the other wing and cross the three square bridge. 


Make sure you step on the squares when 
‘they turn green, no! red. Stepping on them 
When they're rod clasas the goto. 


‘Once past, step on the square with the “E” on it to 
proceed to a new area. 


FLOOR 2 


There are six destructible lamps and six tall columns that you can immediately destroy. 
Also, take notice of the two squares marked with an “E;* you'll return for these later. 


Cross through the passage and toke a right, blow up 
the box on the right, and pick up another Gold Diamond. 


There are two raised platforms that you can't reach, 
‘one of which has an “E” on it. To reach these platforms, 
cross to the middle, pass through the rest of the passage, 
‘and step on the purple square at the end that has an “E” 
onit. 


v This creates some electronic bridges for you, plus it also sets off electronic. 
losers, tho likes of which you've seen before. 


Blow up any remaining boxes and collect tho good- 
ies, Now cross through these electronic laser gates to 
access the first platform area from which you started 
lits the one with two "Es" on il) 


FLOOR 3: TRIDENT 


The last platform takes you skyward to a tridont- 
shoped platform. Blow through two boxes fo get the 
third point of the trident (on the other side). Now back 
up to the L-shaped portion to get a running start, turn 
TITANIO around, ond than run to the point and jump off. 


You'll land safely on. 

l| a raised area on the 
platform beneath you, 
To get to the raised 
platform with the 
green “E” button, cre- 
ate bomb bridges by 
Using small bombs 
(about three per 
bridge). 


After making it over the bridge, stand on the "E" to 
get transported into the heovens! 


This takes you to a giant question mark, which is on 
the same "floor" as the Trident. Follow the path from the 
“E” you're standing on to the one at the very end. 


This takes you to another floor. From this point for- 
ward, there are many floors and areas that may appear 


o lite confusing. Don't worry—that's why you have this 
book! 


FLOORS 3, 4, 5, 6: 


on this platform, there is only one "E" plus a plank that leads to nowhere. Your choice is 
‘easy: Take the "E" on the right, which takes you up two floors to Floor 5. Then go onto the 
plank, which takes you down a floor to Floor 4. Walk across the plank ond take the “E” on 
the left. There is an E on the left and a plank to the right. The plank takes you down to the 
question mark platform; however, don’t take this path yet—take the E on the left. 


TOP FLIGHT 


This takes you to the very top of the city. There ore lots 
of goodies to collect here, including a Gold Diamond. 


From this platform, which resembles an alien space 
ship, you start out on the nose of the airplane. Walk 
straight chead and through the electronic gates until you 
reach two buttons, marked 1 and 2. Press button 2 to 
gain access to an “E” button that leads down to another 
platform full of crates. 


Take this platform to collect flames, bombs, an oxtra life, and a Megabomb, Retrace 
Your steps and light up button 2. You now have access, via purple bridges, to goodie-laden 
areas. With your back fo the two buttons, pass through the four electronic gates to pick up 
‘more gems, flames, and bombs. Now go to the other side and do the same. On this side, 
you can pick up all of the same, plus another Gold Diamond. You are now finished with the 
top flight. 
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After taking the elevator down, go to the plonk you haven't used to return to a plat- 
form, that gives you two choices. Take the one directly across from you to descend back 
to the question mark. Go all the way to the other end of the mark and drop down, where. 
you'll safely land on Floor 2. (Remember, where you built the bomb bridges?) 


Backtrack along this platform, stepping on the available button, and then pass through 
‘the electronic gates to the “E” on the right, which lifts you to the Trident Level again. This 
time, however, you take a different path, the one that eventually leads to the Boss. 


Toke the "E" up at the Triderfs base. This transports you on a platform with three 
switches, marked 1, 2, ond 3. Step on eoch to see where each one goes. Now after some 
‘exploration, perform the following: Step on 2 and walk across the new plank to the end 
and step on the button, which sols on five electronic bridges you must now backarack 
through. 


‘You moy be asking yourself, what good was that? 
Well, that button at the end was button 4, and by press- 
ing it and then pressing button 1, a new bridge appears, 
which leads to the final boss. So remember, you must 
activate button 4 and then press button 1 to access the 
new bridge. 


Now for the next Diamond... Return to button 3 and 

= then follow it to the maze (which leads to the right). At 
the very end is a box with a Gold Diamond. Take the right path and destroy a Hovering 
Botto pick up an extra life. 


Tho strobe path shouid look fomir. Stop. 
on the green squares, not the orange ones, 


or en alarm goes cf. 


fter taking this simple path, you're now confronted by a maze of 20 squares. Starting 

with the square (second square to the left in front of you, the light goes as follows: left cor 
|| ner), up, up, right, down, right; up, up, left, left, up (comer), right, right, right (corner), down, 
[| down, down, up, up, down, down, down (comen, left. (This doesn’t add up to 20 bocause 
| two squares aro counted twice.) When you reach the end, blow up the crate to recieve a 
: Gold Diamond, and then caretully return to the main platform with all the buttons. 


Press button 1 and then follow it out and to the right 
whore there's a new purple path. Take a new elevator up. 
F - ‚and follow the path to the end. 


This new elevator 
loads to a now piot- 
form with closed doors 
that have o bird 
insignia on it 


Take a regular bomb (assuming you have a 
Megabomk), throw it at the dcor, then step back and 
trigger it. The blows open the doors. The final destination 
is highlighted by a green arrow. 


Beware, however, that the central path is a trap! After the crate, 
a the path drops off into thin oir. 


The fastest way to get to the green arrow is to go either right or left, up two fights, and 
then blast through a few crates until you reach the end. Then turn down to the main nerve 
(where it starts up again), and head right to the arrow. This completes Stage 3! 
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BOSS 
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"i Because this Boss can teleport, only drop a few bombs at a time. 


Anticipate where you think the Boss will reappeor. When you get good at 
this, you can defeat him rather easily. 


If you get knocked unconscious, rapidly move the joystick to come out of it. 


When the Boss is down, constantly kick lots of bombs at it to whittle down 
its health. 


Ded 


FINAL BOSSES. 
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Tre final boss, one would assume, might be 
extremely large, night? Oh well, like they soy, 
maybe size isnt everything 


The Final Boss is very similar to the Sub-Boss in the Ice 
World. Is fast, kicks bombs, avoids bombs readily, has a 
force field of sorts that knocks you unconscious, ond it 
con teleport. In addition, this Boss has an accomplice: on. 
Automatic Laser Bot that nos. 


However, Laser Bot isn’t much of a threat. There are 
times, tco, when its lasers actually catch its partner and 
blow him up accidentally! So throw down about four 
wide spread bombs in one corner of the arena, and then move away, anticipating where 
the Boss may suddenly appear. 


After hitting the Boss a few times, he combines with his Laser 
Bot accomplice and forms one Super Boss! 


Again, just line up about 10 to 15 steps away and 
unleash a barrage of bombs. 


I you plant a huge mine field of bombs (for example, 
four), the Boss simply disappears ond your heavy dose 
‘of bombs causes no damage. So plant a few more and 
wait for it to appear on the opposite side of the arena. It 
‘avoids the orea with the bombs, so line up with it and 
kick bombs at it when it appears. ¶ you kick several at 
this Boss, you can knock out some Hearts. 


After only a few direct hits, the Flying Auto 
Loser and the Boss merge info one more 
powerfut-albeit, still small final boss. 


‘The strategy is still the same: Run around and wait 
until the Boss starts running. Drop a few bombs to get it 
to teleport, and then guess as to where it will show up. 
Mf you guess correctly, your bombs will knock out the 
Boss. Then just kick more bombs ot it to wear it down. 


After about five hits, you've won the game! Moke sure you watch the cut: Scenes, and 
you'll probably see some things you haven't seen before. 


The end of the game is very dramatic, as you get to 
watch your planet restored to order, as the alien ship 
removes its chains and 

fles away. 
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FOR 
THIS TIME? 
SET THE TIMER ON YOUR BOMB AND TAKE 
COVER. WOO RE ABOUT TO AND OUT! 


JON ON HIS NEWEST ADVENTURE AS HE 
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BADDIES AS HE SEARCHES TO UNCOVER THE GOLD DIAMONDS 
IN EACH LEVEL 
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